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INDURSUIT OF A 

^UPERNES 

When we asked what ^ou would do to get a SuperNES, we had no idea just 


Nintendo Power 
Player's Pulse 
PO Box 97033 
Redmond, WA 
98073-9733 


6 NINTENDO POWER 
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LEVEL 1-1 THE JUNGLE 
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LEVEL 2-1 

THE ALUZAW RIVER 


HM:>i 


ELEPHANT 

STOMP 

















































mBTCH ROD HUTCH 


■SMALL STACK 


■MAXIMUM STACK 
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TURN m BUR 





































































































































































































UjTRA 


PRACTICE 


COURSES 


V MASTER COURSE «\ 














































































































































LAST MONTH. PRINCESS TOAPSTOOL WA6 
HOT- FOOTING IT THROUGH THE PESERT /A 
PURSUIT OF BOWSER , ANP MARIO ANP 
LUIGI ROPE YOSHI TO YOSHI VILLAGE 
WHERE FRIENPL Y FLOYP, THE TRAVELING 
SALESMAN, TOOK THEM FOR A RIPE OF A 
PIFFERENT KINP. THEN THEY LEARNEP THE 
BAP NEWS ABOUT THE PRINCESS: 
KIPNAPPEP. ..AGAIN. 


BE COOL, LUDWIG/ 
GO FOR THE 1-UP! 


* OUT- \ 
STANPING/i 





















THAT'S MUSIC 


I TOLP YOU KIPS TO 
KEEP THIS VIPEO 

LINE OPEN/ 


THIS IS 

SERIOUS! 


SHAP- 

PUP! 


I'VE PONE A MIGHTY 
FINE JOB OF RAISINS 
YOU KIPS. ^ 


SO I HAVE PROPOSEP TO 
PRINCESS TOAPSTOPL. 


I HAVE THE 
MODEL OF YOUR 
WEPPING CAKE 


WELL, LET 
ME SEE IT.' 


















LOOK / 


SHE FLEW 
THE KOOP.t 


WE'RE 

PEAP 

MEAT! 
















TAKE THAT/ 


HIEEE-VAH! 


FOOLING VOU KOOPALINGS 
IS TOO EAST! 


HOLP 




















WE'LL NEEP 
A BOAT TO 
CROSS THE 
MOAT. 


SO THAT'S 
WHERE THEY'RE 
HOLPING HER' 


X CAN' 
swim; 


WHO NEEPS 
A BOAT? 


C7VION. LET'S 
SWIM! 


TO PLAN 


COPE NAME: 

SURVIVAL. 



























■PUFF! 


GASP! 


THERE/ 


GOT HER 

CORNERSV! 


STAY BACK 
OR I'LL 

SHREO IT/ 


STOP / 


oh, no; 
THAT'S MY 

FAVORITE/ 


VOWCHT 

































SHE MAY BE FALLING HEAP OVER HEELS, 
BUT THIS ISNT WHAT BOWSER HAP IN y 
MINP--OR IS IT? TUNE IN NEXT / 
MONTH TO FINP OUT THE FATE OF/ A 
OUR FREE-FALLING PRINCESS. / 












































FINAL FANTASY B 

HOW DO I DEFEAT ASURA? 






















SUPER MARIO WORLD 


HOW DO I REACH THE SECRET 
EXIT IN CHOCOLATE ISLAND 2? 











FINAL FANTASY ADVENTURE jr 


HOW DO I ENTER 
MEDUSA'S CAVE? 


j^^Jby following the mysterious direc- 

town of Jadd. Unfortunately, the boy first 
requires a bribe. Look for the Bag of Fang 
in the desert south of the rown and, when 

walk around the trees in a figure eight 
shaped pattern. If you do all this, the cliff 
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ARTROPICS 


HOW DO I GET THROUGH 
THE GHOST TUNNEL 


m 
















EGAD! 1 SEEM TO HAVE LOST MY FAMILY! 















































































©THE G AMES^ROOM© 


TAKE A SHORTCUT 


•THE RACK® 


©THE PLAYROOM© 


BOUNCING BULLETS 






















































•THE CHAIN ROOM# 

larzan time! Except 


J*CHAIN OEjCOINS# 


iiul tin- iiooi ih.it It .uls lo the 

•THE CATAC OMBS* 
mSife B ffifiraltto d the S &a- jH^ll 


•THE CAVERN* 


through the 




•THE yOLCA^^S# 


• ADDAMS’ VAULT* 


•THE TREASURY• 


cache of wealth i 
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1 “MACHO MAN” RANDY SAVAGE 

Randy Savage has been a mainstay in the WWF for years and a 1 
holder of both the WWF Championship and the Interconti- 1 

game. “It’s just like getting in the ring, especially when the 1 
Macho Man’s winning!” And why is Randy the man you should 1 

is out of control! Strike me down with a bolt of lightning. My 1 
moves are the real deal on WWF Super WresdeMania!” 

TURNBUCKLE TIME! 

pH 



JAKE “THE SNAKE” ROBERTS 

.very well.” While the subtleties of Roberts’ hypnotic 

wrestling style may not be apparent in WWF Super Wrestle- | 

' ' ' o is capable of anything "This slippery fel- 
























1 THE NATURAL DISASTERS 


^ .'KNOCKJEM DOWN 


THE UNDERTAKER 


SUPER NES 
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1 ACTRAISER I I GRADIUS l5 I 





W sLi 

ITMNT: FALL OF THE 
I FOOT CLAN 

“ST kr? SS 

I ULTRAMAN I 
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PLAYIN 


TWO GUYS’ OPINIONS ON THE LATEST RELEASES 



) NINTENDO POWER 























































The opinions of Rob and George do ■ 
not reflect the opinions of I 
tlintendo Power Magazine or I 
flintendo of America Inc. 


YOUR GUIDE TO THE LATEST RELEASES 


A D &J>: POOL OF RA DIANCE 
CAPTAIN AMERICA AND THE AVENGERS 

GEMFIRE _ 

HOOK _ 

RACE AM E RICA __ 

T&C 2: THRILLA'S SURFARI 

HI: THE MANHATTAN PROJECT 
JOXIC CRUSADERS 
WACKY RACES 

WIZARDS AND WARRIORS m 
YOSHI 


KOEI 

SONY I MAGESOFT 

ABSOLUTE 

ACCLAIM 

KONAMI 

BANDAI 

ATLUS 

ACCLAIM 

NINTENDO 


3.1 1 2.7 1 3.3 1 

2P-S 3.6 3.4 3.5 
2P-A/BATT 3.2 2.7 3.1 
2P-A 3.1 2.6 2.9 
2P-S 3.8 3.3 3.6 
IP 3.33.1 3.1 

S 3.9 3.6 3.6 
iSSj 30 j 3.4 2.8 
.. 3.33.33.3 

IP 3.1 3..0|3J~[ 

3.7 3.5 3.8 


IP/PASS 3 


3.4 ROLE PLAYING 

2.9 COMIC ACTION 
3.4 RACING 

; 1.V COMIC ACTION 

3.9 COMIC ACTION 

2.8 COMIC ACTION 

3.8 COMIC ACTION 
3.1 HERO QUEST 
3.8 PUZZLE ACTION 


BOGGLE PLUS 
HOOK 

MISSILE COMMAND 
MOUSETRAP HOTEL 
PROPHECY: THE VIKJNG CHILD 
SOCCER MANIA 
STAR TREK 

TOP GUN: GUTS AND GLORY 
TURN AND BURN 

ULTRA GOLF _ 

YOSHI 


PARKER BROS. 2P-A 3.0 3.4 
SONY IMAGESOFT 2P-A 3.4 2.7 
ACCOLADE 2P-A 2.6 3.6 
ELECTRO BRAIN IP 13.2 2.6 
GAMETEK IP 2.8 2.7 
SONY IMAGESOFT 2P-S 2.8 2.8 
ULTRA IP 3.3 3.2 

KONAMI 2P-S/PASS 3.0 2.7 
ABSOLUTE IP 2.8 2.5 
ULTRA J 2P-A 3.4 3.3 
NINTENDO I 2P-5 13.51X51 


3.4 3.6 

2.5 2.6 
3.2 3.2 

2.6 2.8 

2.7 


2.5 2.9 

3.3 3.4 
2.5 14 

2.73.3 

3.313.3 
3.813.81 


WORD GAME 
COMIC ACTION 
ARCADE CLASSIC 
ACTION 
HERO QUEST 
SOCCE R 

SCI-FI ADVENTURE 
FLIGHT MISSION 
FLIGHT MISSION 
GOLF 

PUZZLE ACTION 


THE ADDAMS FAMILY 

SMA SH TV _ 

WWF SUPER WRESTLEMANIA 


1 u rnmr tnvhiTUK 


OCEAN 1P/PASS 4.0 3.613.3 3.6 COMIC ADVENTURE 

ACCLAIM 2P-S 3.5 3.9 3.4 3.4 COMIC ACTION 

LJN 2P-S 3.8 3.3 3.3 3.6 WRESTLING 


f j 1 1 ,\ r,-H i/j'7 PLAY INFO POWER METER 

Gamesaremadetobeplayedwithasmany . The Pros at Nintendo HQ rate | 
as four players. Some also employ a battery : each new game. Ratini 


e categories. Title, Company *[ 


in get the most i 

,„ u ' unuuMV .. ONE PLAYER fourdifferentcategories. 

Type are self 2P-S = TWO PLAYERS SIMULTANEOUS G = GRAPHICS AND SOUND 

explanatory: Use this Key to 2P-A = TW0 PLAYERS ALTERNATING P = PLAY CONTROL 

understand Play Info and the BATT = BATTERY C = CHALLENGE 

valuable Power Meter ratings. PASS = PASSWORD_T = THEME AND FUN 






























SUPER MARIO BROS. 3 Mg™ 

_ 8 M MEGA MAN I 

130 MONTHS) 1 93® J TMNTI: THE ARCADE GAME 

BATTLETOADS super bowl 

- **. ■ IT , MEGfl MAN I 

12 poof’s METROID 

13 M"1 SUPER MARIO BROS. 2 

THE LEGE ND OF ZELDA mmmrn 

' , , 15 ^ CRYSTALIS 

, ig p g^~| ZELDAI:thehdvektihiofiihk 

173HI THE LITTLE MERMAID 

MEGfl MAN E n I DR. MARIO fis m BATMAN: return or THE joker 

19 poms ) CASTIEVANIAI: dracuuis curse 


the NES elite Great game! 


TEENAGE MUTANT kinjaturtles 





























































Batman: Return of the Joker 

Battletoads 

Super Off Road 


Final Fantasy 

The Legend of Zelda 

G.I.Joe 

Mega Man H 


Battletoads 

Crystalis 

The Legend of Zelda 
Mega Man BE 

Zelda Ifc The Adventure of Link 


TAKEJ5 

Super NES §orts games. Cast a mte 
for your favorites in the Player’s Poll 


3. Nolan Ryan's Baseball 

1 . Super Off Road 4. clKstohaii 

2. Super Bases Loaded 5. HAL's Hole-In-One Golf 


lining®; 


























































A LOOK INTO 
THE GAMES OF 
THE FUTURE 


AK WATCH 
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JAPAN WATCH 


GOSSIP GALORE 
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FUTURE GAMES 


VOLUME 35 113 





























NEXT ISSUE 
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Our goal is to try and preserve classic videogame magazines 
from years gone by before they are lost forever. 

Thanks goes out to all the people who make this possible. 

From the original editors and writers, 
to everyone involved in acquiring and digitizing these magazines. 

People interested in helping us out, in whatever way possible. 

Either by donating classic magazines, scanning, editing or distributing them, 
visit us at http://www.retromags.com 


We are only interested in preserving classic magazines 
that are at least 5 years out of print. 

We have no desire or intention to profit from these in any way. 

So please, if you come across people trying to sell these releases, don't support them! 


Thank You and ENJOY! 
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